






End User Notice 

THE 3DO COMPANY SHALL MOT BE LIABLE TO THE END USER FOR A Hr 
LOSS OF DATA, LOST PROFITS, COST OF SUBSTITUTE GOODS OR OTHER CONSEQUENTIAL 
INCIDENTAL, SPECIAL. PUNITIVE, OR OTHER DAMAGES OF ANY KIND ARISING OUT OF THE USE 
OF OR INABILITY TO USE THE SOFTWARE 

TK 300 COMPANY MAKES NO WARRANTIES, EXPRESS, IMPLIED OR STATUTORY, REGARDING 
THt SOFTWARE INCLUDING WITHOUT LIMITATION THE IMPLIE D WARRANTIES OF 
MERCHANTABILITY AND FITNESS FOR ANY PARTICULAR PURPOSE, OR ANY EQUIVALENT 
WARRANTIES UNDER THE LAWS OF ANY JURISDICTION. 

DO NOT USE A FRONT OR REAR PROJECTION TELEVISION WITH THIS PRODUCT YOUR 
PROJECTION TELEVISION SCREEN MAY & PERMANENTLY DAMAGED IF STATIONARY SCENES 
OR PAT TERMS ARE PLAYED ON YOUR PROJECTION TELEVISION. SIMILAR DAMAGE MAY OCCUR 
IF YOU PLACE THIS PRODUCT ON HOLD OR PAUSE IF YOU USE YOUR PROJECTION TELEVISION 
WITH THIS PRODUCT. NEITHER THE 300 COMPANY NOR AMERICAN LASER GAMES WILL BE 
LIABLE FOR ANY RESULTING DAMAGE, THIS SITUATION IS NOT CAUSED BY DEFECT IN THIS 
PRODUCT OP THE 3D0 SYSTEM; OTHER FIXED OR REPETITIVE IMAGES MAY CAUSE SIMILAR 
DAMAGE TO A PROJECTION TELEVISION PLEASE CONTACT YOUR TV MANUFACTURER FOR 
FURTHER INFORMATION. 

THE EXECUTION OF SOFTWARE WITH THE 300 SYSTEM INVOLVES THE USE OF PATENT RIGHTS. 
GRANTED OR APPLIED FOR. IN CERTAIN COUNTRIES A PURCHASER OF THE 3DO SYSTEM IS 
LICENSED TO USE SUCH PATENT RIGHTS WITH SOFTWARE LICENSED flY THE 3 DO COMPANY 
NO LICENSE. IMPLIED OR OTHERWISE, £ GRANTED FOR THE EXECUTION OF OTHER SOFTWARE 



"Wtio Shot Johnny Roc It?'™ is a licensed product, trademark and 
copyright @ of American Laser Games, Inc. 1991,1994. 

All Rights Reserved 


A™ 

£ mutsE 


MERICAN 


LASER GAMES 




RUNNING "Who Shot Johnny Rock?" 

The gome comes op in a looping mode where ii displays various scenes 
from the game. To start the gome, press the stop/X burton [game pod I or 
ihe option burton llightgun! lo bring up Ihe menu screen. 

The menu shows 6 machine gun icons with corresponding labels indicat¬ 
ing selections ihe user can moke. The cursor is now always a poinling fin¬ 
ger and selects o given item by moving over the item wilh ihe finger and 
pressing the 'A' burton or Control Righl Shift lyome padl or Ihe logger 
[lighlgunl. 

START: 

The '$lorl“ selection starts a new gome. 

LEVEL: 

The level' section brings up o menu with the following difficulty levels: 

'Piece of cake' ■+ WIMP 
'Slill pretty easy' -* EASY 
"Now that's HARD -> HARD 


Make a seleclion by shooting the text for the level of challenge that you 
wan). The level of play will be displayed during ihe gome. 












CALIBRATE: 

This option is only valid tor the lighlgun. To calibrate the gun, shoot 
the biJseye once al its center. The calibration can then be tested by 
shooting at Ihe bullseye To remove the bullseye, press the play/pause 
button, The gun can be calibrated at any time during the game. 

A bright flash on the screen is used to give the lighlgun boiler detec¬ 
tion. The color at ihe Hash con be toggled from blue to white and vice- 
versa by pressing ihe 'C button on ihe control pod while the bullseye is 
on the screen. Note that this procedure should by carried out in the fol¬ 
lowing manner 

II Select two player mode from the menu where one player is using a 

control pad and ihe other Nghtgun. 

2. Select CALIBRATE from the menu and shoot of the center of the 

bullseye with the iightgun Icclibraie she gun!, 

3. Press the m C button with rhe control pad. 

The bullseye will disappear and the flash color will change Blue is 
the default flash color and tends to be less distracting, however, for TVs 
that are nol bright enough for Ihe lighJgun (e.g., prelection TVs) Ihe white 
flash may be necessary. Both the calibration and flash settings are saved 
in the 3DO piayer and do nol need to he reset leven when the player is 
turned oil), 

QUIT 


1 PLAYER/2 PLAYER: 

Pressing Ihis selection toggles belween a one or two piayer game. II 
a rwo player gome i$ selected, then both players play at ihe same time. 
Each player has a separate score, bullets and money Player one has red 
bullets, a red score and a red machine gun cursor I when using a conirol 
pad). Player two has blue bullets, a blue score and a blue machine gun 
cursor. Player one's control pod llighlgunl should be first in the daisy chain 
followed by player two's control pad flighSgun], 

CONTINUE 

The "continue'' seteciion continues the game If a game hasn't been 
started, the demo loop will continue playing. If the player is in the middle 
of a game, the game continues where it was when ihe menu screen was 
selected, tf all the player's lives have been lost, then the game will 
continue where it left off fbul the score is reset to zero) 


The "quit' selection exits the game.. 



PLAYING "Who Shot Johnny Rock?" 

USING THE CONTROL PAD: 


When the control pad is used, the cursor is an old style tommie gun which 
is aimed by using the sight on the gun The buttons are defined as 



follows: 

"A" button: lires the gun 

J 'B" button: when held down, Ihe / 
cursor moves twice as fasl. t ( ^ 

"C" button: when held \ \ 

down, the cursor moves four rimes as 

Control Right Shift: fires Ihe gun. ' 

Control Left Shift: removes ihe stat box from the 
screen (for o full screen view of the action). 

"X" stop button: Brings up rhe menu screen, 

"P" Pause Button: Pauses the game 


Ccnrrol 
Left Shift 


Control 
Right Shifl 


The gun will fire as long as the player has bullels. The gun is reloaded by 
choosing the 'Ammo' icon on the map screen 


USING THE UGHTGUN 

With the lightgun there is no cursor on Ihe screen The gun is fired by 
pulling Ihe trigger and a bullet hole will appear briefly on the screen. The 
menu screen is brought up by pressing the option butlen 


HINTS 

1 In really' hard scenes, the ployer con tirt the play/pause burton to bring up the menu 
when a bad guy is about to shoot The scene will restart from ihe beginning allowing 
more preparation time However, only a limiled number o( 'continues' are allowed in 
controntoiian scenes. After all of the 'continues' have been used up, the menu con, onty 
be activated when ihe player i$ not In danger (such as. when Ihe doctor is lalkingl 

2. The cursor can be moved during a pause bul only a limited number of rimes. After the 
number of 'pause posifanlmgs' have been used up, Ihe game can still be paused bui 
the cursor will nor move. 



1 Pointing of Boy in Red 

2. Cool of Arms 

3. George Washington Pointing 
4 Bust of Woman 

5. Modern Art Palming 

6. Bust at Man 


7. Mona Lisa Painting 
3. Vase 

G. Painting of Girl in Blue 
10. Plate 


11. Cat 


12. Primitive Statuette 



3DO HOME GAME ACKNOWLEDGMENTS 

Programming; Nui Brown Artwork: Jeffrey Baker 

Li Tan 

Tom Desmorois 


ORIGINAL ARCADE PRODUCTION ACKNOWLEDGEMENTS 

CAST 


Johnny Rock 

Marc Vollura 

Small person 


Red 

Andrea Camarena 

in baby carriage 

Jason Salber 

Trixie 

Radna Dejamarler 

Molher 


Lockjaw Lit 

Sandra Pitts 

pushing carnage 

Kytend Wing-Phelan 

Measles 

Curiis Plog^e 

Drunk ai pool hall 

Margaret Durkm 

Mumps 

Richard Breeding 

Police Officer #T 

Herb Robbins 

Smallpox 

Bruce Warfson 

Police Officer #2 

Doyle Hart, Sr 

Doclor 

Tim Nelson 

Telegram Delivery 

Henry Towels 

Mortician 

Canal Eason 

Voice of Delect rite 

Jim Patlison 


American Laser Games Executive Producer Robert Grebe 


Sfu nt Coordinators Fat u oole and Al Cantu 


Rusty Chllen 

Jack Caffr ey 

Bruce K. Sorrells 

Chris Logganis 

Stunt Persons 

Lori Oillen 

Ai Hamlin 

Rusty (VLeodor 

Mike .Mar kill 

Michael Fleming 
CHIT vtxike 
..Joey Hamlin 
Dennis Martinez 

Be st Soy 

Paul Grindrad 

Assistant To Stylist 

Mary Jindrich 

Scenic Artist 

David Morih 

Props Assistant 

Judith Koroma 

Wardrobe Assistant 

Janice Quintana 

Noon Signs 

Atosolulety Neon 

Computer Graphics 

Kelly Lujan 

Hair/Make-Up 

Merle-Dean Sanchez 

Male Hair Stylist 

Louie Chavez 

Electrician 

Scott Kidner 

Bob Willis 

Set Builders 

Pau!Tode5co 

Paul Parker 

Robert Wke 

Swing Grip/ 
Production Assistant 

Alan Fulford 


Computer Prog ram mer 

Pierre Maloka 

Production Manager 

Jim Cochran 

Assistant Director 

Les Wells 


Director 

David 0. Roberts 

Scriptwriter 

Jim Partisan 

Saipt/Ljno Producer 

Louie Chavez 


Director of Photography 

Barry Kirk 

Key Grip 

Michael Lamb 

Gaffer 

Bi*l Harrison 


StyWst/Praps/Wordrobe Designer 

Kylene Wing Phelan 


Second Camera 

Steve Denning 


Sound 

Eric Williams 


Post Production Video 

30 Second Sireet, LTD 


Sturm's Special Effects 

Dieier Slurm 
Yvonne Common 


Production /Assistants 

Rebecca Beal 
Page Morgan .John 
John Dwyer 


Posl Production/ 

Music & Audio 

Wagner Recording Studios 


AN INTERACTIVE VIDEO PRODUCTION BY 

Annericon Laser Games, Inc 
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